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Introduction: Dungeons & Dragons Videogame Adaption 

The present document has the purpose of exposing a videogame adaptation of a level of a Dungeons 
& Dragons campaign. Creating a videogame adaptation of Dungeons & Dragons is challenging. 

Storytelling Choices 

First of all, the entire narrative and game coherence cannot be handled by a human dungeon 
master, therefore it is necessary to make it simple enough to be handled by a computer and yet 
complex enough to emphasize the empowerment of the player and make his or her gameplay 
choices meaningful. There is no physical party of players: in a videogame there is only one player. 

To solve this, the structure used is similar to other role playing videogames: the player controls only 
one of the three main characters chosen at the start (See the Characters chapter): this choice makes 
possible to give a solid introduction to the single character and enhance the experience for the 
player that can enjoy the story sharing a character's point of view. Once the character is chosen, it 
will be the same for the rest of the entire campaign: this should give the game a higher replay value. 
We are perfectly aware of the amount of work needed to develop three parallel stories: in this 
document and in the first level we experienced those difficulties but we think that this work could 
prove useful to produce quality storytelling. An example of the difficulties emerged with this 
narrative approach can be seen in the Epilogues chapter. 

This is to be taken as an attempt to use a more refined storytelling techniques that should appeal 
role game players that would like to see an original narrative structure that doesn't rely on fantasy 
narrative cliches (for example, the usual party gathering in a tavern). 

Our endeavours were directed towards a refined narrative: as will be seen in the next chapters, 
there are many literature and artistic references that involve characters and the lore itself, because 
we believe that videogames can have the same dignity of a literature work. 

The plot and the setting are very different from a traditional fantasy environment: our goal is to 
offer an innovative experience that with visual, sound and narrative points of view can surprise the 
player while he can still be able to recognize a rule mechanism similar to more traditional role 
playing games. 

At last, we would like to point out how every reward and teaching mechanism is meant to be 
perfectly integrated with the narrative (missions like "Climbing the Inquisition Church" and "A Cleric 
and a Mage" are example of this concept): there is no tutorial popping out of nowhere telling the 
player what to do, nor the rewards are randomly put inside some treasure chests: this required a lot 
of work but proved useful not to break the magic circle. 

Game Design Choices 

For what concerns strictly the game-play, we had to make some game design choices since our game 
design document is "incomplete": Dungeons & Dragons' manual describes how to play the board 
game but since we are going to produce a level design document for a videogame adaptation, we 
have to define some videogame features that are, strictly speaking, concerning the game design. 

Only after having defined precisely what kind of Dungeons & Dragons' videogame we are going to 
produce, we can begin a level design work. 

The videogame adaptation, we are writing this level design document for, has these features: 

■ It is 3D, with a third person camera, and it is possible to control the character directly: 3D 
environments should be explored freely by the player. The movement is continuous and not 
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deterministic. We are thinking about something similar to the approach used in Dragon Age: 
Origins. 



■ For everything that concerns spell range and movement speed, we recalculated everything 
on our tile area, which in real life dimensions should roughly be 0.9 meters. 

■ In this game experience points is given only by completing missions: we want to avoid 
experience grinding and reward the player only when he does something meaningful. 

■ In the final videogame all characters are controllable during fights but only the chosen 
character can be controlled in dialogues. 

■ The combat system uses Dungeons & Dragons' rules: in most of the cases, we want to be as 
faithful as possible to the manual rules. In this videogame, turns in fights are automatically 
calculated and this should definitely speed up the gameplay. It is possible for the player to 
switch seamlessly between characters during fights and it is always possible to stop time to 
think strategically: this choice should reflect the original Dungeons & Dragons' fights' 
feeling, encouraging strategic moves and penalizing button smashing and action oriented 
gameplay. 

■ Quick time events are introduced to make the player do some checks: we introduce the 
perception checks from other Dungeons & Dragons' editions because they apply perfectly 
to a videogame. For example, when a dungeon master should ask a player to perform a 
perception check to see if the character hears a sound, we introduce a quick time event 
where the player has to press a button in time in order to perform that check. 

■ The players are able to see any enemies HP left in the form of a health bar on their heads: 
this info is given to encourage strategic thinking and to provide visual feedback of enemies 
health, which in Dungeons & Dragons should be given by the dungeon master's 
descriptions. 

■ Thief s Sneak Attack mechanics are simplified: it is possible for the thief to execute a sneak 
attack by simply hitting him from behind for a number of times equal to his level/3 for each 
encounter. 

■ The player can manually save the game every time he wants, except during fights and 
scripted sequences. Through this mechanic the player is allowed to "cheat". 
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Prototyping Tools 

In order to prototype some features of this game, we used the following tools. 
The ones with coloured background are digital. 


Aspect of the Game 

Tool 

Description 

Dialogues 

Twine 

We needed a way to quickly try 
how dialogues with different 
choices could fit our gameplay. 
Twine proved to be a very 
flexible tool that helped us 
prototyping our storytelling 
choices. 

3D Map for Proportions 

Sketchup 

We wanted to see if a map was 
navigable: given our time 
constraints, we only used this 
type of prototyping for our 
dungeon entrance. 

Fight balancing mechanics 

Excel Statistic Model 

We needed a quick and 
efficient way to produce a raw 
approximation of how many 
turns are required by party of 
characters to kill their enemies. 
This helped with balancing the 
fights because we only 
playtested statistics that were 
first verified by our model. 

Overall Structure of the 
dungeon 

Papt 

picti 

?r Model as shown in 

jre 


We needed a quick way to 
show people the structure of 
our dungeon: this helped 
showing other people how the 
dungeon should be explored by 
the player. 

wrm 
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Chapters' Description 

In the first chapter the setting and the lore of our campaign will be explained, which is set in a 
fantasy universe we created. We give overall artistic information about visual and audio experience. 
This chapter is descriptive. 

In the second chapter all our protagonists will be introduced and deeply analyzed using storytelling 
techniques and hyperlinks to the Periodic Table of Storytelling. This chapter is descriptive. 

In the third chapter, after having introduced the characters, we will describe briefly the plot of all 
the campaign, emphasizing when and how player and characters will be revealed with important 
information. This chapter is narrative. 

In the forth chapter is the core of the level design document: we will describe in detail the level 
design of the first level of the campaign. This chapter is technical. 
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1 Lore 

One year ago, there was a terrible cataclysm in the world: the Sun itself shattered into pieces and 
the world of Alathiem fell into an endless night. The group of adventurers that defeated Selene, the 
evil goddess of the Moon, brought peace into the world and restored the Sun back into its place. 
After their heroic deeds, they have been missing ever since. 

This world, blessed by the light of a new sun, knew an incredible renaissance in every field: among 
those discoveries, mankind realized the first prototypes of magic-controlled airship. This new 
discovery made travelling through new worlds possible: a new era for explorers had begun. 

Among the planets discovered, there was a little planet, called Isven: this is the setting for the 
campaign. It is important to note that we have no plan to directly give all the information to the 
players: many of the things described below aren't vital to the main storyline and can be given 
optionally to the interested players through the use of in-game books and dialogues. 

1.1 Isven's Description 

The skies of Isven have a solid ceiling made of an iridescent and transparent barrier which hadn't 
been cracked before the Long Dusk. It is similar to a crystal snow ball. 



Dangerous Areas 



The main roads are made of water and people have been moving through the city using boats for 
centuries. Many inhabitants developed marine traits (fish eyes, scales and so on). 

Isven comes from Venice backwards: it shares with that city the overall mood and we can use both 
artworks and maps from the real world Venice. 
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The Globe, seen as a ceiling, makes us able to identify clearly game areas with a strong and 
believable limit. 

Before the Long Dusk, the people of Isven believed that outside there were no other planets: every 
star was believed to be a part of the ceiling. That is the reason why the SkyPainters (see more in 
Factions chapter), individual blessed with both artistic and scientific abilities, classified those lights 
painting directions and decorations inside the ceiling while riding aerostats. Finding out that there 
was an entire universe outside, it was like a Copernican revolution: The Iridescent Church and the 
SkyPainters cooperated to establish a very strict view of the world and any other kind of 
philosophical thinking was condemned. 
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The art style used is similar to Art Nouveau and often depicts Isven's deities. 

The music played in the streets is something like Django Reinhardt's gypsy jazz. Youtube links: 

■ HI See You In Mv Dreams 

■ Ain't Misbehavin' 

■ Finesse (Niaht Wind) 

These features should make the player puzzled and amused by the setting's oddness. 
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1.2 Government Structure and Factions 

The entire city is governed by a parliament: one third of the parliament is controlled by the Church, 
one third by the SkyPainters Academy and the last third elected directly by people. 

The city's political equilibrium is very unstable and more often than not problems aren't resolved in 
official ways: assassinations, blackmailing and spying are very common. 

Now some among Isven's main institutions and their main location will be briefly described. 


Many locations are inspired by actual Venetian places. 
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1.2.1 The SkyPainters 

This is the only faction who is able to access to the mysteries of arcane magic: in this city ritual are 
often tied with artistic performances. As a matter of fact, all magic-users have an artbook, instead of 
a spellbook, that works as a grimoire. For centuries they have been developing the most 
sophisticated methods to analyze the light patterns that were filtered by Isven's sky and they 
painted the surface to achieve particular light effects. 


It is easy to imagine Isven's sky as a transparent ceiling with coloured glass. 



Below there are images of a Venice Palazzo Contarini del Bovolo. The tower is very high, and on the 
top of it are stored the aerostats used to travel and painting the city's sky. 

They are well known for acting in the most diplomatic way in public circumstances: a circle of 
archmages is now trying to handle this Cultural Revolution politely. The opening of Isven to the 
universe brought them many subjects and interesting things to study but on the other hand they are 
losing political power over the city. In the past, every time some of the mages developed strange 
theories diverging from the Iridescent Church's beliefs, he/she was sent to trial. Now the situation 
has changed and they do prefer to keep those theories internals, avoiding the spread of unusual 
discoveries. Their palace is the only place where other planet's books are stored. 
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1.2.2 The Iridescent Church 

The Iridescent Church is the institution where gods' rituals are fulfilled and someone is able to listen 
to their voices. The palace in which they condemn their opposition is inspired by Saint Marc 
Cathedral in Venice. 



Church enemies are often judged by the inquisition tribunal inside the Inquisition Church: now their 
dominion and dictatorship knows an end because the entire Universe is travelling here and 
spreading new ideas. All the souls of the people condemned are sealed and stored in the Inquisition 
Church Archives, which are below the Cathedral (this dungeon will be the first level of the campaign, 
as will be shown in the fourth chapter). 

They have a secret plot to seal once again the Skies and gain their political dominion back. 

1.2.3 The Tidal Whisperers 

The Tide Whisperers are one of the most powerful thieves' guilds in Isven: even if they don't 
officially have seats in the parliament, they often stipulate mutually beneficial deals with many 
official factions. They have tiny layouts in a lot of Isven's canal: their main hideout is secret and it is 
accessible only during night time. It is inspired by Venice Bridge of Sights. 
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1.2.4 The Watchers 

The Watchers are a mysterious group who is publishing anonymous political pamphlets against 
Isven's government: many call them anarchists. It is said that many of its members are inside the 
institutions. 

Their symbol is the eye: it is a secret group where many forbidden topics are discussed. 

The watchers know about the true story of Isven and they want to resurrect a Titan in order to 
restore a perfect government based on logical justice (see more in the Story chapter). They believe 
that the perfect way to handle politics is one single individual strong enough to be feared by 
everyone. Their political ideas are similar to Thomas Hobbes: ludex is their Leviathan. They can be 
seen as Well-Intentioned Extremist s. Here is an example of one of their political pamphlets. 
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There are rumours in the city that say that the Watchers like to see and talk secretly in a particular 
cafe named "The Mage's Finesse": it is a very refined Cafe where many of the intellectuals talk about 
forbidden topics. 


Inside there is a strong Belle lipoque feeling and there is always loud gipsy jazz music playing. 
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2 Characters 

In this chapter all the protagonists will be described: the section Character's arc is related to this 
level and not the entire campaign. 


2.1 The Cleric: Ophelia 

rP * 

w 

"1 feel the weight of a decadent world on my shoulders. 

How many innocents did 1 sentence to die? How many times 
did 1 send my words to false god? 

Now 1 shall see the truth with my eyes ." 

Periodic Table of Storytelling: 

■ Technical Pacifist 

■ Determinator 

■ Dynamic Character 

The old gods of Isven are not responding to their former prayers: 
many Isvenians converted to other religions and Isven's gods' 
believers are getting fewer each passing day. 

This cleric has a strong motivation to investigate: her faith is at 
stake, the faith she has based or her life on. 

She is an Inquisitor: she is now thorn between loyalty to the 
Iridescent Church and guilt for many innocents she tortured while 
following her superiors' orders. 

She wants to access the Iridescent Church's archive to investigate 
on her own what is going on: she needs a mage in order to enter 
the archive. 

She was one among those who sentenced Nicolaus'mentor to die 
and Nicolaus doesn't know that. 

Character's arc 

1. She starts the adventure being a narrow minded and 
stoic figure. Her mother was a sinner, and she never 
knew her father: for all her life she served the Church 
without hesitating. 

2. The Cataclysm and the fact that Isven was a little dot in 
the entire universe made her think about her beliefs. Her 
investigation is the first time for her where nomos and 
physis collide. Maybe they have been lying about her 
family too. 

3. She discovers her mother wasn't a simple sinner, but a 
famous rebel: the Church didn't kill Ophelia because she 
hides precious information inside her: a powerful ritual to 
access outer Gods (the true Gods that rule in the 
Universe) and draw powers from them. 
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2.2 The Thief: Shylock 


"I wish I could just be a shadow, disappear and move like a 
gentle breeze in this corrupted world." 

Periodic Table of Storytelling: 

■ The Ace 

■ The Woobie 

This thief has a pawn shop in one of the worst neighbourhoods in 
Isven: he is a dealer of all kind of forbidden or unusual stuff. He 
loves to collect everything from the SkyPainters' Academy, more 
often than not stolen goods. He has the feeling of always being 
watched and it is said by the few who know him to be paranoid. 
His paranoia makes him feel always uncomfortable doing his 
misdeeds, but this led him to be overcautious and made him 
succeed in his jobs, despite of his colleagues. 

He has a terrible sense of direction and he totally lacks memory: 
he is able to find places only using maps he wrote. 

Differently from the other protagonists, he doesn't have a 
pragmatic view on politics: he sometimes thinks that government 
itself is an unnatural institution. Sometimes he has little sparkles 
of optimism when he thinks that maybe mankind itself isn't truly 
evil and that society corrupted it (similar to the Noble Savage of 
Rousseau). This led him to his solitary life: without social 
interaction there would be no society and without society there 
would be no corruption of the human soul. 

He dreams a world where every man is an island: he knows that 
this is not truly possible and the only hope he lives for is to be 
able to live alone and free from his curse. 

He starts the adventure as a paranoid, analytical and 
obsessive compulsive thief. He wants to get rid of his 
curse, but to do so he has to find the potion and the soul 
of the man who created it, Nox. Both are in the Inquisition 
Church archive. He prepares himself with maps and 
information about that place and the adventure starts 
with him trying to break through. 

When he finds Nox's soul in the dungeon, players can 
interact with him using Alfred. Nox became mad and 
reveals the players that every year or so, a child is born 
with Shylock's disease: lack of short term memory and 
feeling of being constantly oppressed. He was doing 
researches on this matter and was developing a cure: he 
became mad while experimenting with his soul and 
committed several crimes doing so. The Church 
condemned his soul. 

Nox reveals to Shylock the spell to cast before drinking 
the potion in order to make it effective but warns him of 
collateral effects. He will be cured from the symptoms but 
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there will be dark consequences: his curse will be simply 
transferred to another soul. 

4. He finds the potion in the alchemy lab. During the 
adventure he can find out why his curse makes him feel 
like he's always watched, because he actually lives inside 
the eye of his judge. 


2.3 The Warrior: Alfred 



Character's Arc 


"Nice strike sir, very well swung. May I assist thou in 
murdering those crazy souls? Perhaps thou shall let me 
clean the path." 


Periodic Table of Storytelling: 

■ Gentle Giant 

■ Beware the Nice Ones 

Alfred is one of the golems created to assist the Church in soul 
captivation and handling. He is a very polite-programmed bot 
capable of fighting in first line whatever kind of soul or monster 
might appear in the museum. He is the last truly active model: 
the others were destroyed during the Cataclysm by the impact 
or by the souls that got free and became crazy. 

He has pre-recorded information about the dungeon. 

He can be used as a Soul-reader: whenever the players get a 
soul, they can insert it inside Alfred and it will let them 
communicate with previous trapped souls. 
a He has no true choices on his own. _ 

1. He is just a nice way to introduce the dungeon lore to 
the players and makes some roleplay with the souls 
possible. His only duty is to help whoever enters the 
dungeon and is a member of the Iridescent Church. 


2. If players interact with him, he will reveal he never left 
the dungeon in its entire life and he is curious about the 
surface. He will come with Ophelia and serve her since 
he is programmed to do so. 
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2.4 The Magic User: Nicolaus 


"Those hypocrite fools sentenced my mentor to die... 

1 will find him, no matter what, and 1 will continue his 
research to enlighten the world: we already knew before the 
Cataclysm that Isven wasn't the only place in the universe." 

Periodic Table of Storytelling: 

■ Jerk with a Heart of Gold 

■ Determinator 

■ Eccentric Mentor and Rebel Leader (Applies to his 
mentor Atlas) 

This mage is one of the artists and astrologists who painted the 
Skies of Isven. Recent events have troubled the young mind of 
this apprentice: Atlas, his mentor, was a revolutionary and for his 
researches he was sentenced to die. 

He has an emotional attachment to the pursuit of truth: he risked 
many times to be executed for his revolutionary ideas. 

He draws satire against the government with a false name: he 
dreams of completely changing Isven's government into a true 
republic. 

Character's Arc 

1. He is a cynic, passive aggressive joker, but deep down he 
is a really good guy. He wants to obtain his mentor's 
researches. 

2. When he meets his mentor, he tells him that he wasn't 
completely honest with him: he was trying to resurrect 
the Titan ludex in order to completely change the 
government system. He is too angry with the Church and 
he wants to kill Ophelia and get his revenge with all the 
judges. He informs Nicolaus that he was leading a rebel 
group called The Watchers who was secretly planning a 
golpe. Resurrecting ludex would bring a completely new 
political order: is it better to be ruled by a perfect and 
mechanical king losing free will or maintain free will with 
the price of a corrupted government? 
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3 Campaign Overview 

The story takes place one year after the end of the Long Dusk: the entire city has now the 
opportunity to think about what happened and why their sky has a huge hole in it. 

The level of knowledge of the world is always shared between the player and his or her chosen 
character: this enhances player's immersion. 

All the protagonists have their reasons to venture in this quest, as described in their personal 
chapters. 

3.1 Protagonists' Start 

In the following chapters we will describe what all the protagonists were doing right before the 
campaign starts. 

3.1.1 Ophelia's Start 

Ophelia wanted to start an investigation in the Church's Archive but only higher chiefs of the Church 
can access there: she managed to obtain a secret numerical code that is currently used to access the 
Church Archives. Unfortunately, it is written in an ancient language that she cannot understand: this 
is the reason why she needs a talented mage for a translation. 

The point is, no mage would ever assist her in her mission: so she looked through the registry of the 
past years trials and discovered that Atlas's pupil is still free. She sends him a letter to meet him at a 
Cafe: she wants to discuss how to access the archive where his mentor soul is. 

The adventure starts with her looking around for the mage and she finds him sitting at a table 

drawing something with his pen. 

3.1.2 Nicolaus’s Start 

Nicolaus has a reputation for his particular ideas and behaviour: everyone knows that he was Atlas's 
pupil and Atlas had a very bad reputation in the SkyPainters Academy. 

One day he receives an anonymous letter that tells him to show in a cafe if he wants to know how to 
get his mentor's soul back: he obviously agrees to meet this person. 

The adventure starts with him sitting at a table while drawing caricatures of the people in the cafe, 
when Ophelia comes near him. 

3.1.3 Shylock's Start 

Shylock searched in all the possible places for information about the mage Nox and the potion that 
could cure his condition and he found out that his soul is kept in the church's archive. 

He has a perfect plan to enter Inquisition Church Archives and obtain the cure. 

The adventure starts with a scripted scene of him climbing the Inquisition Church, trying to break in. 

3.2 The Inquisition Church Level's Story in Short 

All the protagonists meet inside the church and they decide to venture inside together: they have 
very different reasons to go down into the archives and normally their personalities would never get 
along easily in a single party, but they'll have to stick together since there's only one functioning 
golem able to read the souls they are respectively trying to talk to. This is the first level of the entire 
campaign. 
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They all have to go down soon because the Church will undergo some renovations in security and it 
will be nearly inaccessible afterwards: the Inquisition Church archive has been abandoned during the 
Long Dusk and it is considered to be a dangerous place because many souls kept there might have 
escaped their prison after the Cataclysm, since the spheres holding them might have been broken by 
the debris. 

While they venture down the dungeon they will discover that Isven is one of the eyes of an old Titan 
named ludex, who reigned before the gods. He had the power to judge people and trap them in his 
eyes. Isvenian's ancestors were prisoners who stood inside after the titan was killed. 

■ Ophelia will be able to talk with his mother and understand all the lies that the Church has 
been telling her since she was a child. She will also discover that Isven's gods are dying 
because no one believes in them and their power is being absorbed by bigger deities. 

■ Nicolaus will talk with his mentor and he will know that he was the leader of the Watchers 
and wants to bring the Titan ludex back to life. 

■ Shylock will talk with Nox and he will find a "cure" for his curse. 

3.3 The Epilogues 

After clearing the dungeon, the party will be separated for some time. 

We decided to implement a system where the choices of the other protagonists are deterministically 
implied by the epilogue choice of the player, following the scheme below. 

The player can basically choose between two epilogues based on his way to complete his character's 
main quest inside the dungeon. 

3.3.1 Ophelia's Epilogues 

■ Stays in the Church: Despite the horrible things the Church made her do, she believes that it 
is still a necessary organization to keep Isven's peace: therefore she decides to remain a 
member of the Church and tries to change the institutions from the inside. She informs her 
superiors of the Watchers' plot to resurrect the titan and she asks to be assigned on a 
special mission to discover the place where the dying gods lie: the legendary Citadel of the 
Gods. 

■ Leaves the Church: She cannot forgive the Church for the terrible things they did to her and 
her mother. She cannot bear that an institution which should be based on mercy tortures 
innocent souls just because they have different ideas. She leaves the Church and starts her 
own quest to find the Citadel of the Gods and find Isven's deities before the Watchers. 
(Mind-controlled variant: if Nicolaus forms an alliance with Atlas, Ophelia is defeated and 
they brainwash her: she will leave the Church and think that resurrecting ludex is a good 
idea. She will help Nicolaus and the Watchers locate the Citadel of the Gods.) 

3.3.2 Nicolaus’s Epilogues 

■ Forms and alliance with his mentor: He sides with his mentor and fights Ophelia and Alfred: 
this choice underlines the fact that Nicolaus shares the political view of his mentor and 
agrees that resurrecting ludex would be a good thing. Ophelia will become mind-controlled 
(see Ophelia ending Leaves the Church with mind-controlled variant): it will be possible 
during the campaign for Nicolaus to change his mind and heal Ophelia afterwards. 


21 


■ Rebels to his mentor: He forgives Ophelia and fights his mentor because he feels betrayed 
by him. This choice underlines the fact that Nicolaus prefers a world imperfect with free will. 

3.3.3 Shylock's Epilogues 

■ Drinks the potions: He can drink the potion and cure himself, but Nox warns him: drinking 
the potion will only transfer his curse to another soul. After some days, the person who got 
Shylock's curse commits suicide and his soul hunts Shylock, giving him another curse. He will 
look for Nicolaus to translate all Nox's researches and he will find out that the only way to 
truly lift this curse is reaching a chamber in the Citadel of Gods, which is in the centre of the 
Titan's eye: ludex used this room in ancient times to release souls from his condition. 

■ Doesn't drink the potion: He refuses to drink the potion and tries to figure out a cure asking 
Nicolaus to help him with the research. He will look for Nicolaus to translate all Nox's 
researches and he will find out that the only way to truly lift this curse is reaching a chamber 
in the Citadel of Gods, which is in the centre of the Titan's eye: ludex used this room in 
ancient times to release souls from his same condition. 
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3.4 The Narrative Arch 


Climax 



In the creation of this level we used a narrative structure that is inspired by Freytag's pyramid. 

The climax is reached with the final fight with Atlas: we wanted to experiment a different use of the 
pyramid where the player continues to grow tension and the gameplay section of the dungeon ends 
with the climax. Everything that comes after that is handled with cutscenes. 

■ Exposition: The starting quest for every character serves as exposition for every character's 
motivation to start their quest in the dungeon. 

■ The Rising Action: All the exploration of the dungeon is a crescendo of tension: the deeper 
the characters descend into the dungeon, the more they become aware of the Church's 
misdeeds. 

■ The Falling Action & Resolution: They are both handled with cutscenes after the completion 
of the dungeon. 
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3.5 The Rest of the Story 

After clearing the dungeon all the characters, regardless of their first level epilogue, have a strong 
motivation to go on an adventure: they all want to find the legendary Citadel of the Gods. 

Legends say that Isvenian gods live beneath the water: the rest of the campaign is basically a 
complex research of this legendary and mysterious dungeon where the gods live. 

This research will involve exploring the strangest and most dangerous corners of Isven. 

Finding this dungeon is essential for the future of Isven: the player, during his researches, will 
discover that Isvenian gods are dying because their power is being absorbed by bigger deities. 

Before the Long Dusk, Isven's sky acted as a magical shield that isolated them from the rest of the 
universe: now that it is gone, their power is diminishing day by day. 

Atlas informed the party that the Watchers are planning to bring ludex back to life with a ritual: in 
order to do so, they need to sacrifice the gods' souls. 

During their researches they will come to know that the other eye is a city on Alathiem (another 
planet) and that resurrecting the titan would imprison another city too: it is another setting that will 
not be described here since it will not be a part of this campaign. 

What will the future of Isven be? Will the Titan be resurrected and destroy Isven's democracy? Will 
Ophelia become a rebel or will she become one of the leaders of a new Church? Will Nicolaus follow 
his master's plans or will he ally with the cleric who condemned him? Will Shylock truly find a cure 
for his condition? 

The future of Isven depends on the choices of the player. 
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4 Level Design Document: the Inquisition Church 

This main chapter is the true level design document. We would like to point out that we tried to 
produce a document as succinct as possible since it is a technical manual and not a narrative book: 
this means that the information here should be easy and fast to access to. This is the reason why we 
tried to modularize the contents as much as possible: for example, we considered maps and 
missions a different thing, since missions in role playing games normally involve visiting many maps. 
This way we can cut development time and costs because everyone in the team can access the 
information they want easily: for example, an Al programmer can access the monster chapter 
without having to read the corresponding mission chapter. 

4.1 Annotated Maps 

In this chapter we will illustrate all the annotated maps of the playable level. Every tile is 
approximately 0.9 meters. The tiles used are mostly taken from existing games and free tile-sets 
available online: we have no rights on them. 

The following objects can be walkable by the player and the NPCs other than the floor: 

■ Small Debree 

■ Books 


4.1.1 Inquisition Church: IF (Outside) 

1. Shylock climbing 

2. Defective guard 

3. Working guard 

4. Broken window 

5. Statue to hide behind 


Location 

Inquisition Church 

Map Metrics & Info 

It is dark but everything should be clearly visible thanks to the moonlight. 
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Map Scale 

63 mq 

Audio & Visual Themes 

There is loud and distant jazz music coming from the city. 

Regular mechanical noises are coming from the active golem guard (3). 

The moonlight should gently illuminate the building and create a dreamy feeling. 

Despite the distant positive mood of the city, negative emotions are exploited 
because the player should feel Shylock's anxiety and his fear to be discovered: he 
should often mutter something about him being really nervous. 

Map Objectives 

Enter inside the Church through the broken window. 

Level Description 

It's the upper external floor of the church; one of the windows is slightly broken (4). 
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4.1.2 Inquisition Church: OF 



Altar where magical tiles 
appear: see mission 
"Inquisition Church's 
Entrance" for details. 

Side door where Ophelia 
and Nicolaus enter 
Animated Armour: see 
mission "Inquisition 
Church's Entrance" for 
details. 

The light from the 
window should strike the 
altar and attract the 
player towards it. 

Once the puzzle is solved, 
stairs will appear in the 
centre of the room to 
Inquisition Church -IF. 


Location 


Map Metrics & Info 


Map Scale 


Audio & Visual Themes 


Inquisition Church 

It is dark but everything should be clearly visible thanks to the moonlight. 
195 mq 

Religious and sacred mood: the moonlight that filters through the coloured 
windows should help recreating an ethereal setting. 


Map Objectives 


Level Description 


The live music from the city should be heard lightly. 


Revealing the entrance to the church archives below. 


This is where the processes of condemnation were held. 


Ophelia is familiar with this place and her expression should show her remorse for 
all the Inquisition processes that were held here. 


It's also the place from which is possible to access the archive's entrance (5) by 
inserting the right code in the altar's panel (1): a different pattern on the floor 
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Visual References 


should draw player attention to the center. 
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4.1.3 Inquisition Church: -IF 



Broken golems 
Working golem (Alfred) 
Information panel (maps of 
the floors below, locations of 
the selected souls) 

Working elevator 

Broken elevator 

Stairs to Inquisition Church OF 

Stairs to Inquisition Church - 

2F 


Location 


Map Metrics & Info 


Inquisition Church 


Suffused candle lights should produce a decent visibility. 


Map Scale 


Audio & Visual Themes 


289 mq 

Overall decadent feeling produced by broken golems and the rubble on the 
ground. 


A sinister wind-like sound should come from the broken elevator shaft. 
Golem (Alfred) should produce mechanical activation noises (mild negative 
emotions: unknown noises source, disquietude). 
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Map Objectives 


Level Description 


Visual References 


Access the information panel to find the archives' map and the position of 
the searched souls, eventually take elevator to floor -3. 

It's the entrance hall of the Inquisition library, where clerics could activate 
the soul reading golems (1), consult the archive to know where to find what 
they were searching for (3) and take the elevator to the floor of choice 
(4/5). 
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4.1.4 Inquisition Church: -2F 



1. Stairs to 
Inquisition Church 
-IF 

2. Working elevator 

3. Broken elevator 

4. Defective 
bookshelf 

5. Book golem 

6. Golem helping 
Spirits 

7. Stairs to 
Inquisition Church 
-2F 

8. Lore books 

9. X2 Cure Light 
Wounds potions 
(ld6+l) 


Location 


Inquisition Church 
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1 Map Metrics & Info 

Suffused candle and magic torch light, decadent feeling. 

Map Scale 

875 mq 

1 Audio & Visual Themes 

Overall decadent and horror feeling produced by wandering souls' noises 1 
and the thrown books on the ground. 

Something big and clumsy is producing crumpled papers noises: this 
should produce negative emotions caused by the anxiety of being found 
by whoever is making the book noises. 

1 Map Objectives 

Exploration, book golem defeat and Leonard's soul interrogation. 

Level Description 

It's the library were all the books forbidden to the public were held, it is 
possible to find lots of references to the lore. When Leonard charges the 
party it will destroy the tables and chairs at the centre of the map. 

1 Visual References 
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4.1.5 Inquisition Church: -3F 



1. Stairs to Inquisition 
Church -2F 

2. Working elevator 

3. Broken elevator 

4. Display cases 

5. Broken display cases 

6. Titan's submission 
statue 

7. Inventions 

8. Mechanical Souleater 

9. Wandering souls 

10. Armoury rewards 
11 .Animated sword 
12. Alchemy quarters 
13 . Nox's potion 

14. 2 Spell regain potions 
15. Inquisition Church -4F 

16. Alchemist 

17. Alchemist's minions 

18 .Stairs to Inquisition 
Church -4F 

19. X2 Antidotes, X2 Cure 
Light Wounds Potions 
(ld6+l) 
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Location 

Inquisition Church 

Map Metrics & Info 

Suffused candle and magic torch light. 

Map Scale 

1026 mq 

Audio & Visual Themes 

A strong horror feeling should be produced by wandering soul's noises 
(some possessing Alfred randomly in utter panic state: this is just a 
narrative effect, Alfred isn't influenced by this). 

Sudden mechanical noises are coming from the mechanical dragon (8). 

Deformed animals and monsters lie still in formalin in the display cases 
(4). 

Some of the display cases are cracked and what was inside might be 
lurking around: this should produce negative feelings of anxiety. 

The giant statue of the Titan's fall (6) should make the player feel 
insignificant: this paper prototype should give a hint on how the statue 
should look like. 

The armoury's rewards (10) are as follows: Mace+1, Dagger+1, Magic 
Missile Wand ld6+l with 5 charges. 

See the chapter of Monsters for "Blade of Consuming Hatred" to see 
more information about the animated sword (11). 

Map Objectives 

Deactivate mechanical dragon. 

Find armoury entrance and defeat animated sword (optional). 

Defeat Alchemist and minions and find Nox's potion. 

Level Description 

It's the storage room for weapons (10), inventions (7/8), potions (12) 
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and creatures (4/5) created by the condemned souls. 

At the centre of the room there's a gargantuan statue (6) of ludex 
getting an eye carved out, inside the eye is clearly visible the city of 
Isven: given the structure of the level, it's impossible for the player to 
miss the statue since he has to walk next to it to continue. 


Visual References 
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4.1.6 Inquisition Church: -4F 





1. Stairs to 
Inquisition 
Church -3F 

2. Broken elevators 

3. Souls shelves 

4. Talking door 

5. Dangerous souls 
quarters 

6. Major dangerous 
souls quarters 

7. Ophelia's mother 
soul 



8. Nox's soul 

9. Torture chamber 
Inquisition 
Church -3F 

10. Atlas 


Location 


Map Metrics & Info 


Map Scale 


Audio & Visual Themes 


Inquisition Church 


Suffused candle and magic torch light. 


907 mq 


There is a strong magic aura coming from the souls: a strong feeling of 
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horror should be produced by winds made of purple souls. 

The torture chamber and dangerous souls' quarters should produce 
negative emotions since they are filled with skeletons and torture 
devices. 

Map Objectives 

Talk to Ophelia's mother's soul. 

Talk to Nox's soul. 

Find access to Alchemy quarters. 

Talk with/defeat Atlas. 

Level Description 

It's the floor in which are imprisoned the condemned souls and also were " 
the tortures (9) of these souls were held. In the torture chamber there 
are a few skeletons of those clerics that were trapped inside the archive 
during the cataclysm, they were tortured and killed by the souls who got 
free. On the walls there are incisions made with stones and blood by the 
unfortunate clerics: this is a way to tell the player something about the 
story without explicitly tell him so. 

Visual References 



IB! 
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4.2 NPC & Monsters 

In this chapter the NPC and the monsters of this level will be presented in detail. We have no rights 
on the images used. 


4.2.1 Automated Guard 



Health Dice: 5 
Hit Points: 20 
Armour Class: 6 
Damage: ld6 
THACO: 14 

Saving Throws: 10-11-12-13-14 


Location 


Inquisition Church outside 


Behaviour (eventually FSM) 



[Electro-bomb potion created 
OR 

Sneak Attack Hit] 



[Shylock in line of sight and normal size 
OR 

Sneak Attack Misses 
OR 


[Shylock out line of sight] 


Shylock created wrong potion] 



attack] 


Description 


The Automated guards are used by the Iridescent Church. When well maintained 
they're very efficient at executing their assigned task, even with force. These tasks 
usually consist in escorting high clergy members, disperse protesters and garrison 
the Church's estates. During the cataclysm some of them were damaged 
throughout the city by debris falling from the buildings. 
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Health Dice: 6 
Hit Points: 24 
Armour Class: 6 
Damage: ld8 +2 
THACO: 12 

Saving Throws: 10-11-12-13-14 


Location 


Inquisition Church OF 


Behaviour (eventually FSM) 


(Wrong code inserted 
AND 

tile still inserted! 


[rile removed] 


(0 Health Points] / Drops tile 


[4 turns passed]/Cal for guards outside 


Description 


The Animated Armour is a strong automated fighter with a long 
sword that protects the entrance to the Inquisition Church 
archives. It usually stands inert as a statue against the wall. At the 
center of his chest plates there is the key to access the control 
panel in which the correct code must be entered, only after having 
inserted the key. If someone tries to enter a combination without 
the key, the Animated Armour activates, pursuing the malefactor 
as a non-authorized person. 


4.2.2 Animated Armour 
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4.2.4 Leonard the Book Golem 



Health Dice: 8 
Hit Points: 32 
Armour Class: 4 
Damage: 2d6 +2 
THACO: 14 

Saving Throws: 8-9-10-11-12 


Location 


Behaviour (eventually FSM) 



[Party in line of sight 
OR 

Alfred playing music] 



[One Helping Spirit Alive] / A Spirit Heals Him 2HP 

[HP <= 0] 


[HP <= 0] 


[HP below 1/4 
AND 

Helping Spirits Dead] 



-[HP above 1/2]- 


[Party member reachable 
with a melee 
attack]/ Animates Skeletons 




Description 


It's the first soul the party interacts with. It belonged to an inventor and 
astrologist, who correctly theorized that the bright lights in the sky at 
night were not an act of the Sky Painters but the evidence of other suns 
and planets in the vastness of space. Unfortunately for him, it was not a 
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very popular theory at the time, especially with the Church, it wasn't long 
before he was investigated for heresy, condemned and concealed in the 
archives along with his work and inventions. As soon as he got out of the 
sphere he had been trapped in, after the Cataclysm, he began searching 
for his research and papers, still convinced he could persuade the Church 
that he was right. Some of his apprentices and handymen were 
condemned with him or shortly after, those who got free are helping him 
with the search (and during the fight). 


4.2.5 Venomous Crawler 

Health Dice: 7 
Hit Points: 28 
Armour Class: 6 

Damage: ld6 + poison ld4 per turn 
THACO: 13 

Saving Throws: 8-9-10-11-12 


Location 

Inquisition Church -3F + Elevator 

Behaviour (eventually FSM) 

He normally tries to hide and wait to ambush its enemies. 

Its venomous attacks can kill the unlucky adventurer if an antidote isn't 
used quickly. 

Description 

It's a dangerous amphibious crustacean with a venomous bite; it was 
being studied by the clergy to synthesize a repellent and to produce the 
antidote to its venom for the unfortunate victims. The creature had lately 
expanded its territory in the city's harbor, making it a dangerous place 
for the citizens working there. 
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4.2.6 Blade of Consuming Hatred 

Damage: ldlO+2 (and +4 against 
organic creatures )* 

(*) In case wielded by living 
creature deals the wielder 4 
damage each turn and deals + 4 
damage to the target if the hit is 
successful and the target is an 
organic creature. If the target is hit 
the Hit Points of the holder 
recharge of 1/10 of his total HP. 


Location 

Inquisition Church -3F 

Behaviour (eventually FSM) 

Randomly hits anything that enters a certain area, as soon as a PC 
enters the area he's going to be attacked, saving throw to avoid full 
hit (half damage if ST is successful). 

The only way to defeat it as a monster is to cast "Dispel Magic" 
Spell: this is ok since it is an optional monster. 

Description 

It's a blade made of a steel cursed by the blood of ludex, it drains 
the life of any organic creature wielding it of 4 Hit Points per turn, if 
the attack hits a living target it inflicts a damage of ldlO + 4 and 
returns to the wielder 1/10 of his total HP. In time it corrupts the 
owner's mind filling it with hatred and blood thirst. This blade 
wasn't made for any normal human to hold, that's why it was 
enchanted so that nobody could get near it, let alone grab it. Before 
the cataclysm it was locked in one of the drawers in the armory. The 
enchantment was implanted as a failsafe, in case someone outside 
the Church tried to get in possession of the sword, as soon as 
removed from the drawer without the proper de-enchantment it 
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would start swinging frantically around, suspended in air, careless of 
the eventual casualties. During the cataclysm the drawer the blade 
was locked in was cracked open by falling rubble, therefore the 
sword started its threatening dance. 

It works like a normal ldlO+2 when wielded by a golem or any non¬ 
living being. 
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4.2.7 Nefas the alchemist 



Health Dice: 6 
Hit Points: 24 
Armour Class: 5 
Damage: ld6 
THACO: 15 

Saving Throws: 10-11-12-13-14 


Location 


Inquisition Church -3F 


Behaviour (eventually FSM) 


He uses all his concoctions to defeat his enemies: 

■ X2 2d6+2 Fire Potions 

■ x2 2d6+2 Bolt Potions 

■ x2 ld6+2 Ice Potions with "Web" Spell Effect 

If he finished potions, he asks for his minions to bring him some: 
otherwise he just hits target in melee with mechanical fists. 


Description 


Nefas was a powerful alchemist and a devout member of The 
Watchers not so long ago. (He invented the Mark of ludex, when 
applied on a creature it would give to the designated mage 
complete control over the creature's mind). He wasn't a mage 
himself, therefore, when he was condemned by the Church, he was 
not deemed worthy of a security cell, he was immured in a sphere, 
ending up on one of the numerous shelves of the archive - 4th 
floor. During the cataclysm the shelf on which he rested got hit by 
debris causing the sphere in which he languished to fall on the floor 
shattering, setting his soul free to roam the Archives. As a devout 
Watcher he soon began planning to set his most powerful mates 
free, but, in order to do so, he needed a body to work with. A few 
clerics and a reading soul golem were trapped in the archives 
during the cataclysm, the golem got damaged and the clerics were 
being tortured by other angry souls freed by the falling rubble, he 
opted to possess the golem. The machinery had a damaged arm 
and a few glitches here and there; he needed assistance to achieve 
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his goal. When he had a human body he used to create small living 
creatures from inert materials (full description below) that could 
execute simple tasks (see description below). He thought that 
surely some of his recipes and ingredients were kept in the alchemy 
quarters on the third floor. Climbing the stairs with a 
malfunctioning golem body wasn't an easy task, when he finally 
made it he began searching the needed supplies to make two 
minions. 

Once both his minions were up and running he just needed to set a 
trap for any soul that might try to interrupt or disturb him while he 
was working, he remembered that before entering in the alchemy 
quarters he saw in a dark corner of the enormous room the 
imposing figure of a mechanical dragon (see description below). He 
activated the machine and made his minions drag it near the 
entrance of the alchemy quarters; he grabbed the recall device in 
case he was attacked while working, he then sealed the door with a 
compound that cemented the lock, making it impossible to pick or 
to break down. With the help of his minions he then began 
experimenting for the right concoction that would melt down the 
spellbound walls of the archive cells, but work progressed slowly 
due to his malfunctioning body and his dull minions. 
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4.2.8 Mechanical Dragon 

US' 

Health Dice: 7 

Hit Points: 28 

Armour Class: 5 

Damage: 2d6 +2 

THACO: 12 

Saving Throws: 8-9-10-11- 

12 

Location 

Inquisition Church -3F 

Behaviour (eventually FSM) 

If he has 2 or more enemies in front of him, he fires with his fire breath 
causing 2d6+3 fire damage to the enemies in a cone of 60 grades that can 
be halved with a saving throw. 

Description 

Produced in one of the Church's darkest period as a deterrent for the 
people of Isven, since then its existence was kept a secret, an unwanted 
stain on an already pretty dirty dress. This automated dragon could eat 
souls, breath fire and bite, it's not as tough as a real dragon, but still 
fearsome nonetheless. 
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4.2.9 Nefas’s minion 

Health Dice: 3 
Hit Points: 12 
Armour Class: 7 
Damage: ld6 
THACO: 15 

Saving Throws: 10-11-12-13-14 


Location 

Inquisition Church -3F 

Behaviour (eventually FSM) 

If their master is being attacked by someone they attack him: otherwise 
they attack the nearest enemy. 

Description 

These creatures don't live for more than a few months and could not 

reproduce. Nefas used them as helpers and occasionally as fighters, even 
though they're not very good at it, their strength is in numbers as the 
ingredients required to make them are quite easy to get. 
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4.2.10 Atlas 



The soul of Nicolaus's mentor took control of Alfred 
body: its physical stats are identical to the friendly 
golem, but he has 5 AC and he is able to cast the 
following spells as a Iv 8 caster: 

■ Lvl: Magic Missile xl 

■ Lv2: Hold Person xl 

■ Lv3: Lightning Bolt xl 

■ Lv4: Ice Wall xl. Conjure Elemental xl( can 
summon only the Ice Elemental in this 
document) 

He cannot use spells as if he were still alive since his 
robotic body diminishes his powers. 

He has additional fight mechanics as shown below in the 
behaviour section. 


Location 


Behaviour (eventually FSM) 


Inquisition Church -4F 




-(HP > 1/2] - 

I -<► 



[HP <» 1/2 ]- 


■ First Form: he creates two mirror images if Nicolaus sides with 
him or just another one otherwise. Player needs to cast "Detect 
Magic" in order to see which one is the true Atlas. If a player hits 
a mirror image, it vanishes. Once the true Atlas is brought to less 
than 1/2 hp, it goes into second form. 

■ Second Form: he creates a wall of ice around him with the spell 
"Ice Wall" and he creates the same amount of mirror images that 
he summoned in the first form. He also summons an ice 
elemental (see ice elemental) if Nicolaus didn't side with him. 
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Atlas cannot be hit unless the ice wall that surrounds him is 
broken. In order to destroy it, it is needed a melee attack (against 
the real one) that always succeeds and causes ld6 damages to 
the player that broke it. Once the ice wall is broken, the 
elemental disappears. 

Description 

He's a powerful mage member of the Watchers that was condemned for 
that same reason. Since his great power (and influence) was feared 
amongst the clerics that condemned him he was imprisoned in the most 
secure cells of the -4F of the Inquisition Church archives. During the 
cataclysm a crack in his cell walls set him free. Since the quarter where 
his cell was is magically locked he started freeing and absorbing the other 
souls in order of power to get even stronger. When the party reaches 
him, he has completed the absorption of any soul in his surroundings. 



Location 


Behaviour (eventually FSM) 


Inquisition Church -4F 


He attacks the nearest enemy. 
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Description 


It is summoned by Atlas in his second form. 


4.3 Missions 

In this chapter the missions that take place inside this level will be explained in detail. In the 
flowcharts below, every colour is associated with a floor. The experience given here is given to the 
entire party: it is enough to make both Ophelia and Shylock gain a level. 


■ Gray: IF 

■ Green: OF 

■ Purple: -IF 

■ Yellow 2 F 

■ Orange: -3F 

■ Red: -4F 

■ Blue: everywhere else 
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4.3.1 Main Quest: Reaching the Souls 



"Climbing the 
Inquisition Church* 
Quest 


Ophelia, Nicolaus 
and Shylock form 
the Party 
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Map(s) involved 

All the maps in this document. 

Mission Description 

The party is trying to get to the end of the dungeon in order to obtain their individual goals. 

They can rest and recover only once during all the adventure: the narrative justification is that 
if they stay for too much time inside the Archives they might get discovered. 

There's a progression throughout the dungeon, even if the -2F could be avoided if the party 

takes the elevator at -IF. 

At -4F There is a meeting with Ophelia's mother, Nox and relative dialogues too. 

Talking with Ophelia's mother also means earning a reward to Ophelia, because she will find 
out the truth about the Church and everything about her mother too. That's similar to Nox's 
Dialogue, who reveals Shylock everything about his curse. 

At the very end the party will meet Atlas, the dungeon final Boss fight. There's also a dialogue 
which will reveal the plan to resurrect ludex, the Titan. 

Atlas speech should exacerbate the player feelings of oppression and despair, enticing the 
player will to come to a solution. 

There are also different characters epilogues as shown in the Epilogues chapter. 

Reward 

Completing the entire dungeon will let the player continue the campaign: there is a story- 
related reward that is given with an epilogue that emphasizes player's empowerment since it 
follows directly his story choices. For rewards related to the single sub-missions, see the 
relative chapter. 

■ Experience Points: 10000 
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4.3.2 Entering the Archives 




Map(s) 

involved 


Inquisition Church: OF 


Mission Ophelia and Nicolaus enter inside a Church passing through a small door on the side during a 

Description scripted scene: Ophelia has the key. They avoid the bot-guards in a cut scene. 


Once they are inside, they have to solve a puzzle to activate the entrance below: player can access 
anytime to the code found by Nicolaus. 


The puzzle is as follows. 


There are 7 tiles on the altar of the church and they are like the ones shown below: only Ophelia can 
see them since she is a cleric. 



There is one hole on the altar that has the perfect shape for holding another tile: this tile is hidden 
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on one of the golem armours shown in picture below. 

The secret code must be entered pressing all the tiles in the right order: every tile is simply a number 
mirrored (For example, in the picture they are in order 3,1, 6, 7, 4, 2, 5). 

The perfect way to solve the puzzle is as follows: player must go to the altar and see that one tile is 
missing. 

The player should seek the missing tile and find it on the armour of one of the golems, pick it and 
place it on the altar. He should then press the tiles in the correct order and the passage below will 
open. The riddler kind of player should appreciate the fact that his smartness is rewarded avoiding 
completely the fight: but, even with the penalty of a fight, every player is able to enter the dungeon, 
even if it doesn't know how to solve the riddle. 

As a matter of fact, if the player fails the combination, the armour with the tile will animate and a 
fight starts. If fight lasts for 5 turns, the golems outside will hear and join the fight. 

Once beaten, the armour drops the tile and player can try for some time to press the tiles in the 
correct order. If the player fails too many times, the other adventurer (Ophelia if player is playing 
Nicolaus and vice versa) will help with some clues. After too many tries, the other adventurer will 
solve the puzzle in a scripted sequence. 

Once the fight is over, Shylock falls from above. 

Reward 

The characters are finally able to access the dungeon beneath. 

■ Experience Points: 2500 
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4.3.3 Climbing the Inquisition Church 


Climbing 
Outside FI 


Balaustrade 


Shylock Hidden 
Behind the 
Statue 








Potion Puzzle 




Guard Disabled 


r 



V R( 

?duce Sii 

Potion? 

ie 

L 

r ul IU11X 

k. A 

A 






uard Alive 






k 4 


r 



r El. 

ectro Borr 

Potion? 

ib ^ 

k 

r ui iui 11 

k A 

A 


T 


X 


Map(s) involved 

Inquisition Church: IF 

Mission Description 

Since he lacks memory, Shylock writes down everything on his diary: this is perfect for the 
player who has to read his plan from the diary in order to continue. 

Shylock can mix these three potions, as can be seen by these paper prototypes: 
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The diary accessible by the player is as shown in picture below: 



There are two golem guards on the balustrade, one of which isn't working. 

Shylock can kill or simply avoid this guard. Shylock can kill the guard in two ways: with a 
normal sneak attack or creating an electro-bomb potion with the puzzle. 

There is a puzzle to solve: he has to mix some liquids he is carrying to make a potion that 
makes him smaller. He needs it in order to enter a little crack in the window. 

If he creates a different combination, a sudden noise will come from the mixture and the guard 
will notice him. 

Once he is small he gets inside and waits for the effect to wear off waiting on an internal 
balcony. 

Teaching With the use of Shylock's diary, the teaching mechanism is seamlessly integrated with the 

Mechanisms narrative: it is not a real tutorial since the player is penalized if he mixes the wrong potions. 

We thought about colour-blind players too: both the colours and the shape of the potions can 
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be used to understand this easy puzzle. 

Reward 

The player can enter the church. 

■ Experience Points: 5000 
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4.3.4 A Cleric and a Mage 


Map(s) 

involved 


None: the entire quest is set in an interactive cut scene inside "The Mage's Finesse" Cafe (see The 
Watchers' chapter for more details). 


Mission 

Description 


The quest is basically the same for both Ophelia and Nicolaus: given different starting cutscene that 
describe their point of view as discussed in the narrative chapters, they share the same table at this Cafe. 

Ophelia gives him the document she found and they both have to use spells in order to understand what 
is written in those documents. 

■ Ophelia can use "Know Alignment" spell in order to understand Nicolaus alignment. If the player 
controls her, she has to ask Nicolaus to use a spell to reveal the contents of the documents she 
provided. 

■ Nicolaus can use "Read Magic" spell on the following documents (which will be visible to the 
player). 
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In the documents the player will understand the there is a secret code used to enter the archives and 
that is 6, 2,1, 3, 4, 7, 5: from those documents they also understand that before the Long Dusk the code 
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was changed every month. This code will be used inside the Church even if they still don't know how to 
use it: they will try to solve the puzzle in the following quest "Entering the Archives". 

The Church is now abandoned for years and Ophelia tells Nicolaus that the Church plans to enhance 
security shortly. In their dialogues they decide to go there the night after. 

Teaching 

Mechanisms 

This use of spell should be seen as an story integrated teaching mechanism: we want to make the player 
see in safe and guided environment how the spells of a character can be used to infer information from 
the game world and not just a way to defeat enemies. 

Reward 

The player can continue the story and stars to understand how to access the dungeon. 

■ Experience Points: 2500 
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4.3.5 The Difficult Life of a Book Golem 



Map(s) involved Inquisition Church -2F, -3F 

Mission Description A mage's soul is wandering the -2F assuming the shape of a book golem. 

He can be defeated with or without fire: when killed, his soul can be read by Alfred. 

He's helped by two other souls that keep bringing him random books asking insistently if it's 
what he's searching for and two skeletons that animate when the party is discovered. 

During the fight they keep bringing books to the golem, giving him back some HP: see his 
Behaviour in details in "Leonard the Book Golem" chapter. 

Once defeated he reveals that he needs help finding some of his writings: these writings are 
about the true nature of stars and the structure of the entire universe outside Isven, theories 
he was condemned for. The book he's frantically searching for is actually one of the books he 
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was using to create the golem, therefore, if the player didn't burn him, they can find it and 
translate it. Leonard is then grateful for the help and decides to give the protagonists the 
password that lets the players use some magical goggles, one of Leonard's numerous 
inventions, which can be found on the -3F. These goggles let the wearer see hidden doors. If 
the players wear those goggles without using the password to unlock them, they get blinded 
fora one minute. 

Teaching 

Mechanisms 

Upon entering the map for the first time, the quest activates and there should be a little cut 
scene of some spirits wandering around Ophelia: she uses "turning undead" to make them go 
away. This is both a teaching mechanism by pratical example and an covert tuition of this cleric 
skill. 

Reward 

Lore Books (if the player explores and interacts with libraries). Goggles that make player 
discover secret doors (if the player helps Leonard: Strategy 1.1 in Xmind) and access to the 
secret armoury. 

■ Experience Points: 5000 if player helped Leonard 

■ Experience Points: 2500 if player didn't help Leonard 
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4.3.6 The Alchemy Lab 
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Map(s) involved 

Inquisition Church -3F, -4F 

Mission Description 

Nefas is an alchemist condemned by the Church whose soul managed to get free during the 
cataclysm. 

He has set a trap next to the -3F entrance to the alchemy quarters, a souleating mechanical 
dragon that attacks automatically whoever tries to get near the alchemy quarters door, soul or 

not. 
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If deactivated the door still won't open. 

If not deactivated, during the fight with the alchemist it will intervene in the fight tearing down 
the wall of the alchemy lab. If the dragon was deactivated, Nefas will try to call the dragon and 
will be frustrated; hence the player will understand that his action made the fight easier. 

The only point of access to the alchemy quarters is a hole in the torture chamber ceiling on the 

-4F. 

Nefas has two minions helping him in the lab and eventually in the fight too but if the dragon 
joins the fight, those two minions will be killed by it. 

During the fight he launches concoctions. 

Once defeated the party can access Nox's potions and his notes. 

Reward 

Nox's potions (cure for Shylock), 1 Potion that let one caster recover its daily uses of spells. 

■ Experience Points: 5000 
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